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Introduction 
 

Holbrook School for Autism seeks to provide a broad, balanced, relevant, meaningful and motivating 
curriculum to develop the specific strengths, needs, interests and aspirations of our students. At Holbrook 
School for Autism we recognise the unique needs of our students and have designed a Computing and 
Technology curriculum that is weighted towards developing our functional skills and online safety 
awareness.  

 

Computing at Holbrook School for Autism 

The Importance of Computing and Technology 

This policy outlines the aims and strategies for the delivery of Computing and Technology at Holbrook School 
for Autism and has been developed to enable all children and staff to maximise their learning opportunities. 
In an increasingly digital age, we believe that it is essential that children acquire the knowledge, skills and 
attitudes that they will need to prepare them for life in the 21st century. In our specific context as an autism 
specialist SEN school, we believe that it is key that our students learn to use ICT safely and functionally in a 
wide variety of contexts. As such, computing and technology is embedded within teaching and learning 
across pathways and curriculum subject areas in order to enrich learning whilst developing functional skills. 
In the Hub and Ocean Pathways the main aspects of computing to be studied will be determined by the 
computing programmes of study of the National Curriculum 2013, with a greater weighting placed on areas 
related to functional computing skills and online safety. Our curriculum is focused on ensuring that our 
pupils become digitally literate to the best of their abilities. This will enable them to express themselves and 
develop their ideas safely and functionally through information and communication technology so that they 
may be active participants in a digital world. 

 

Progression and differentiation throughout the pathways. 

The embedded approach to computing and technology is consistent across all pathways. All classes should 
have access to appropriate ICT resources including interactive whiteboards, IPads and laptops that can be 
used within a range of subject areas. It is expected that Stream and River classes will generally use IPads and 
Interactive Whiteboards to work towards computing objectives whilst Ocean and Hub classes will use 
laptops. This follows the development of computing skills from initially using touch-screen technology and 
then going on to using a mouse and keyboard fluently. This development is reflected by the access to 
different ICT resources across the pathways. In Stream classes computing objectives form part of a skills 
based progression created around the individuals My Plan. The River skills progression is a mixture of 
executive functioning skills and objectives taken from EYFS development matters. In the Ocean Pathway 
pupils begin to satisfy upper key stage one computing objectives through using technology across a range of 
core/topic subject areas as part of an embedded approach. Objectives for Ocean span from development 
matters up to lower KS2. The Hub continues to deliver skills based learning and knowledge based learning in 
line with the National Curriculum. In our context as a specialist autism SEN school, both Ocean and Hub 
pathways place a greater weighting on the areas of the national curriculum that focus on functional ICT skills 
and online safety; ‘Information Technology’ and ‘Digital Literacy’. Computer Science is offered in the Hub on 
an extension / extra-curricular basis to students who would especially benefit from developing these skills. 
Assessment of progression is linked with the Holbrook assessment grid for a clear way to show progress for 
Stream, River and Ocean. The hub track assessment using Curriculum Maestro alongside the National 
Curriculum objectives.  
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Aims and Objectives within each pathway: 

Stream - Children in the stream pathway have a pupil lead approach to engaging with technology that will 
occur naturally throughout the day while accessing activities designed by their teacher to satisfy learning 
goals from the pupil’s personal My Plan. This will largely occur through the use of IWB and IPads. The aim of 
offering computing and technology in the stream setting is to support engagement and progress across a 
range of learning activities derived from the four areas of the My Plan e.g. using Choose It Maker on 
IWB/IPad to identify pictures representing different environmental sounds from a choice of 2 to meet Phase 
1 phonics learning goals. This approach supports learners to develop early functional ICT skills and initial 
awareness of boundaries related to technology. 

 
River – A River classroom features mainly informal learning opportunities that allow the pupils to be curious 
and problem solve at a level which is appropriate to their cognition. This will vary between individuals. The 
River pathway teacher uses ICT support engagement and progress across a range of learning activities 
related to My Plans, topic, and discrete English and maths sessions: 

 E.g. using a handwriting app to boost a students’ engagement and confidence in writing their own 
name. 

 E.g. using White Rose Maths app to develop core maths skills 

ICT is likely to be delivered using IWBs and IPads with occasional use of laptops for higher ability students. 
The river pathway aims to develop students’ ability to confidently control a range of apps on ICT touch 
screen devices and respect greater boundaries around their usage. The objectives laid out for the River 
pupils are taken from the early development guidance from the government. Progression is also shown 
through the executive functioning of skills which focuses directly on student EHCP areas and development of 
life skills.  

 

Ocean – The objectives laid out for the Ocean pupils incorporate objectives taken from the EYFS and up to 
Year 2 National Curriculum. Ocean objectives develop into Computing specific objectives as part of the 
National Curriculum. ICT continues to be embedded within cross-curricular learning. Progress can be 
modelled through the executive functioning of skills to offer meaningful development towards the EHCP 
outcomes. Learning in Ocean classes will: 

 Equip children to control a keyboard and mouse on a laptop in order to independently explore a 
range of programmes 

 Use ICT to enhance core English/Maths and Topic curriculum learning: 

E.g. using Busy Things on laptop to complete a ‘Place Value’ maths activity 

E.g. using Purple Mash to write a short comic book retelling of a story 

E.g. using google images to make a short photo powerpoint presentation about a historical figure 

 Satisfy communication and my body targets from the “my plans” from a different angle.  

 Support learners to use technology purposefully to create, organise, store, manipulate and retrieve 
digital content 

 Support learners to recognise common uses of information technology beyond school 
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 Support learners to use technology safely and respectfully, keeping personal information private; 
identify where to go for help and support when they have concerns about content or contact on the 
internet or other online technologies 

 

Children in the Ocean setting who have greater understanding of Computing or desire to learn more about 
technology are encouraged to try the coverage from the Hub pathway if appropriate. 

 

Hub – The objectives laid out for the Hub pupils incorporate objectives taken from National Curriculum 
expectations. Computing and Technology continue to be embedded across the curriculum though 
standalone lessons on online safety and digital literacy will be taught as part of the PSHE Jigsaw curriculum. 
Progress can be modelled through the executive functioning of skills to offer meaningful development of 
development towards the EHCP outcomes. Learning in Hub classes will: 

 

 Equip learners to be responsible, competent, confident and creative users of information and 
communication technology 

 Equip learners to be able to evaluate and apply information technology, including new or unfamiliar 
technologies, analytically to solve problems 

 Use ICT to enhance core English/Maths/Science and Topic curriculum learning: 

E.g. using Time Table Rock Stars to support maths learning 

E.g. using Word to write a persuasive letter to the Headteacher on an issue of importance 

E.g. using Excel to make a bar chart following a science experiment to display findings 

E.g. using Publisher to design a ‘Wanted’ poster for a historical figure 

 Explore digital literacy as part of standalone ‘online safety’ sessions as part of the Jigsaw PSHE 
curriculum 

 Provide learners with a computing curriculum that is most relevant to their needs, focusing on the 
functional ‘Information Technology’ and safety-based ‘Digital Literacy’. ‘Computer Science’ is offered 
on an extra-curricular basis to identified students  

 Support learners to understand computer networks, including the internet; how they can provide 
multiple services, such as the World Wide Web, and the opportunities they offer for communication 
and collaboration 

 Support learners to use search technologies effectively, appreciate how results are selected and 
ranked, and be discerning in evaluating digital content 

 Support learners to select, use and combine a variety of software (including internet services) on a 
range of digital devices to design and create a range of programs, systems and content that 
accomplish given goals, including collecting, analysing, evaluating and presenting data and 
information 

 Support learners to use technology safely, respectfully and responsibly; recognise 
acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and 
contact 
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Roles & Responsibilities 

The Computing and Technology Subject Leader should be responsible for improving the standards of 
teaching and learning in Science through:  

 Monitoring and evaluating pupil progress 

 The quality of the Learning Environment 

 Taking the lead in policy development 

 Auditing and supporting colleagues in their CPD 

 Purchasing and organising resources 

 Keeping up to date with changes in the subject 

Teachers and education staff are responsible for: 

 Plan an enjoyable, purposeful and integrated programme 

 Present concepts in a logical order 

 Prepare carefully structured lessons or activities 

 Provide balance, consolidation and enrichment 

 Evaluate children’s learning 

 

Links to other policies 

Curriculum Policy 

Safeguarding Policy 

Online Safety Policy 

PSHE Policy  

 
Monitoring arrangements 

This policy will be reviewed annually by the Deputy Headteacher. At every review, it will be approved by the 
Headteacher. 
 

Progression of Skills for Computing and Technology 

 
Please see attached appendix for ‘Progression of Skills for Computing and Technology’. 
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Appendix: Implementation: Computing and Technology Progression of Skills  

Aims and Objectives in the Stream Pathway 

 

ICT specific skills 
though other skills 

are also ICT 
relevant 
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also ICT 
relevant 
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Computing and Technology Aims and Objectives in the River Pathway 

The objectives laid out for the River pupils are taken from the early development guidance from the government (Objectives based closely with early years’ goals, building a 
foundation of skills to explore the technology around them.  

 
0-11 Months 

 Turn towards familiar sounds. Startled by loud noises. 

8 to 20 months 

 Repeat actions that have an effect. 

 Show attention to sounds and music. 

 

16 to 26 months  

 Enjoy singing, music and toys that make sounds. 

 Listen and respond to a simple instruction. 

 Develop manipulation and control. 
 

30-50 Months 

 Remember rules without needing an adult to remind them. 

 Match their developing physical skills to tasks and activities in the setting. 

 Explore how things work. 

 

40-60 Months 

 Show resilience and perseverance in the face of a challenge. 

 Know and talk about the different factors that support their overall health and wellbeing: -sensible amounts of ‘screen time’. 

 Develop their small motor skills so that they can use a range of tools competently, safely and confidently. 

 Explore, use and refine a variety of artistic effects to express their ideas and feelings. 
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Computing and Technology Aims and Objectives in the Ocean Pathway 

 

The objectives laid out for the River pupils are taken from the early development guidance from the government (Objectives based closely with early years’ goals, building a 
foundation of skills to explore the technology around them.  

 

 Equip children to use themselves as starting points for learning about the world, and to build on their natural enthusiasm and sense of wonder about the things 
around them. 

 Develop through practical work the skills of observation, prediction and interpretation, communication and questioning. 

 “The World around us” is an opportunity for children in the Ocean pathway to work together and co-operate over meaningful tasks 

 To satisfy communication and my body targets from the “my plans” from a different angle.  

 To encourage children with specific interest in the foundation subjects and science to attain some knowledge and skills making a cache of knowledge that may be 
useful for education in later years or to drive enthusiasm and enjoyment in learning.  

 Topic style progression targets can be used in less able ocean classes with a less structured learning style. 

 Pupils who achieve the topic based progressions based around development matters can move onto teaching foundation subjects separately using the objectives 
provided below. In this case topic teaching will cease and foundation lessons will begin.  

 Children should experience Topic two or three times a week/Science formally for one hour each week) 
Children in the Ocean setting who have more scientific understanding or desire to learn more about science are encouraged to try the coverage from the Hub 
pathway if appropriate. 

 

40-60 Months 

 Be confident to try new activities and show independence, resilience and perseverance in the face of challenge. 

 Explain the reasons for rules, know right from wrong and try to behave accordingly. 

 Safely use and explore a variety of materials, tools and techniques, experimenting with colour, design, texture, form and function. 

 

Year 1 

 Input commands with increasing fluency using a mouse to control a cursor and use the left click to select options OR use finger control to interact with a tablet 

(double tap, swipe) 
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 Experience a range of simple apps and software and use these to create and present ideas. 

 Recognises common uses of technology beyond school e.g. different devices (smartphone, laptop, TV, tablet) 

 Understand that if something happens that makes them feel sad, worried, uncomfortable or frightened, they can speak to an adult they trust. 

 Use the internet with adult support to communicate with people they know. 

 Explain why it is important to be considerate and kind to people online. 

 Use the internet to find things out. 

 

Year 1+ 

 Manage a device by logging in, logging out, (shutting down where appropriate) and knowing the main parts of a computer  

 Input commands with increasing fluency using the space bar, backspace, enter, caps lock, letters, numbers and common symbols/punctuation on a keyboard on any 

device (including on a tablet). 

 Use technology safely 

 Keep personal information private 

 Recognise that there may be people online who could make them feel sad, embarrassed or upset. 

 Describe how to behave online. 

 Use simple keywords in search engines. Describe and demonstrate how to get help from a trusted adult. 

 Explain rules to keep us safe when we are using technology both in and beyond the home, and give examples of some of these rules 

 Explain why work they create using technology belongs to them. 

 

Year 1 ++ 

 Save work when the saving location has been set by an adult  

 Evaluate their work by saying what is good about it 

 Recognise that information can stay online and could be copied. Give examples of information they should not put online without asking an adult. 

 Recognise more detailed examples of information that is personal to them (e.g. Where they live, family’s names, where they go to school). 

 Explain why they should always ask a trusted adult before they share any information about myself online. 

 Explain how passwords can be used protect information and devices. 

 Save my work (with support) so that others know it belongs to me (e.g. Filename, name on content) 

Year 2 
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 Input commands using a mouse, with an understanding of the difference between left and right click OR use finger control to interact with a tablet (double tap, 

swipe, pinch zoom)  

 Experience a wide range of apps and software and use these to create and present ideas.  

 Identifies where to go for help and support when they have concerns about content or contact on the internet or other online technologies. 

 Give examples of issues online that might make me feel sad, worried, uncomfortable or frightened.  

 Give examples of bullying behavior and how it could look online,  

 Understand how bullying can make someone feel. 

 Demonstrate how to navigate a simple webpage to get information. 

 Describe and explain some rules for keeping my information private. 

 

Year 2+ 

 Manage a device by navigating a range of software and using simple passwords  

 Input commands by using both hands on a keyboard on any device (including on a tablet), understanding where home keys are and using a wide range of letters, 

numbers and symbols.  

 Uses technology respectfully. 

 Explain how other people’s identity online can be different to their identity in real life.  

 Use the internet to communicate with people they don’t know well, with supervision 

 Talk about how someone can get help about being bullied. 

 Use multiple keywords in search engines.  

 Explain what voice activated searching is.  

 Describe how online information about me could be seen by others. 

 Explain what passwords are and can use passwords for my accounts and devices. 

 

Year 2++ 

 Save and retrieve work using appropriate file names and folders 

 Evaluate what is good about work and how it could be improved. 

 Describe ways in which people might make themselves look different online. 

 Explain how information put online can last for a long time. 
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 Explain the difference between imaginary and true, showing awareness that not all information online is true. 

 Follow simple guidance for using technology in different environments and settings 

 

 

Aims and Objectives in the Hub Pathway 

The objectives laid out for the Hub pupils incorporate topic based progression with objectives taken from National Curriculum expectations.  

ICT SKILLS PROGRESSION – The Hub 

 Information Technology Digital Literacy Computer 
Science 

 

Y1 

• Save work when the saving location has been 
set by an adult  

• Manage a device by logging in, logging out, 
(shutting down where appropriate) and 
knowing the main parts of a computer  

• Input commands with increasing fluency using 
the space bar, backspace, enter, caps lock, 
letters, numbers and common 
symbols/punctuation on a keyboard on any 
device (including on a tablet). 

• Input commands with increasing fluency using 
a mouse to control a cursor and use the left 
click to select options OR use finger control 
to interact with a tablet (double tap, swipe) 

• Experience a range of simple apps and 
software and use these to create and 
present ideas. 

• Evaluate their work by saying what is good 
about it 

• Use technology safely 
• Keep personal information private 
• Recognises common uses of technology beyond school e.g. different devices (smartphone, laptop, TV, tablet) 
• Recognise that there may be people online who could make them feel sad, embarrassed or upset. 
• Understand that if something happens that makes them feel sad, worried, uncomfortable or frightened, they can speak to 

an adult they trust. 
• Use the internet with adult support to communicate with people they know. 
• Explain why it is important to be considerate and kind to people online. 
• Recognize that information can stay online and could be copied. Give examples of information they should not put online 

without asking an adult. 
• Describe how to behave online. 
• Use the internet to find things out. 
• Use simple keywords in search engines. Describe and demonstrate how to get help from a trusted adult. 
• Explain rules to keep us safe when we are using technology both in and beyond the home, and give examples of some of 

these rules 
• Recognise more detailed examples of information that is personal to them (e.g. Where they live, family’s names, where 

they go to school). 
• Explain why they should always ask a trusted adult before they share any information about myself online. 
• Explain how passwords can be used protect information and devices. 
• Explain why work they create using technology belongs to them. 
• Save my work (with support) so that others know it belongs to me (e.g. Filename, name on content). 

To be delivered on an 
extra-curricular basis 
to targeted students. 

 

To end of KS1 

 

 Understand 
what algorithms 
are; how they 
are 
implemented as 
programs on 
digital devices; 
and that 
programs 
execute by 
following 
precise and 
unambiguous 
instructions 

 Create and 
debug simple 
programs 

 Use logical 
reasoning to 
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predict the 
behaviour of 
simple 
programs 

 

Y2 • Save and retrieve work using appropriate file 
names and folders 

• Manage a device by navigating a range of 
software and using simple passwords  

• Input commands by using both hands on a 
keyboard on any device (including on a 
tablet), understanding where home 
keys are and using a wide range of 
letters, numbers and symbols.  

• Input commands using a mouse, with an 
understanding of the difference 
between left and right click OR use 
finger control to interact with a tablet 
(double tap, swipe, pinch zoom)  

• Experience a wide range of apps and software 
and use these to create and present 
ideas.  

• Evaluate what is good about work and how it 
could be improved. 

 Uses technology respectfully. 

 Identifies where to go for help and support when they have concerns about content or contact on the internet or other 

online technologies. 

 Explain how other people’s identity online can be different to their identity in real life.  

 Describe ways in which people might make themselves look different online. 

 Give examples of issues online that might make me feel sad, worried, uncomfortable or frightened.  

 Use the internet to communicate with people they don’t know well, with supervision. 

 Explain how information put online can last for a long time. 

 Give examples of bullying behaviour and how it could look online. 

 Understand how bullying can make someone feel. 

 Talk about how someone can get help about being bullied. 

 Use multiple keywords in search engines.  

 Demonstrate how to navigate a simple webpage to get information. 

To be delivered on an 
extra-curricular basis 
to targeted students. 

 

To end of KS1 

 

 Understand 
what algorithms 
are; how they 
are 
implemented as 
programs on 
digital devices; 
and that 
programs 
execute by 
following 
precise and 
unambiguous 
instructions 

 Create and 
debug simple 
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 Explain what voice activated searching is.  

 Explain the difference between imaginary and true, showing awareness that not all information online is true. 

 Follow simple guidance for using technology in different environments and settings. 

 Describe how online information about me could be seen by others. 

 Describe and explain some rules for keeping my information private. 

 Explain what passwords are and can use passwords for my accounts and devices. 

 

programs 

 Use logical 
reasoning to 
predict the 
behaviour of 
simple 
programs 

 

Y3  Save and retrieve files on the school network 
(a shared drive), understanding that 
information can be saved in different places 
(an individual device, a local network or the 
cloud) 

 Manage various devices correctly, navigating 
a wide range of apps and software and using 
individual passwords.  

 Input commands using a keyboard on any 
device (including on a tablet) with increased 
fluency, using efficient shortcuts where 
possible i.e. Shift + ‘letter’ instead of Caps 
Lock 

 Create, modify and present work using 
different software/apps.  

 Evaluate their work and improve its 
effectiveness.  

 Use technology to present and interpret given 
data, identifying simple patterns or trends. 

 Uses technology responsibly Identifies a range of ways to report concerns about contact. 

 Explain what is meant by the term ‘identity’. 

 Explain ways in which and why they might change their identity depending on what they are doing online (e.g. Gaming; 
using an avatar; social media). 

 Explain how they can represent myself in different ways online. 

 Describe ways people who have similar likes and interests can get together online.  

 Give examples of technology-specific forms of communication. 

 Explain risks of communicating online with others. Explain why they should be careful who they trust online and what 
information they can trust them with. 

 Explain how theirs and other people’s feelings can be hurt by what is said or written online. 

 Explain what is meant by ‘trusting someone online’. 

 Search for information about myself online. 

 Recognize the need to be careful before they share anything about myself or others online. 

 Know who they should ask if they are not sure if they should put something online. 

 Explain what bullying is and how people may bully others. 

 Describe rules about how to behave online. 

 Use key phrases in search engines.  

 Explain what autocomplete is.  

 Explain how the internet can be used as a ‘shop’.  

 Explain the difference between ‘belief’, opinion and fact. 

 Explain why spending too much time using technology can sometimes have a negative impact on me; give some examples 
of activities where it is easy to spend a lot of time engaged (e.g. Games, films, videos). 

 Give reasons why they should only share information with people they choose to and can trust. 

 They can explain that if they are not sure or feel pressured, they should ask a trusted adult. 

To be delivered on an 
extra-curricular basis 
to targeted students. 

 

To end of KS2 

 

 Design, write 

and debug 

programs that 

accomplish 

specific goals, 

including 

controlling or 

simulating 

physical 

systems; solve 

problems by 

decomposing 

them into 

smaller parts 
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 Understand and can give reasons why passwords are important. 

 Describe simple strategies for creating and keeping passwords private. 

 Describe how connected devices can collect and share my information with others. 

 Explain why copying someone else’s work from the internet without permission can cause problems. 

 Give examples of what those problems might be. 

 Use sequence, 

selection, and 

repetition in 

programs; work 

with variables 

and various 

forms of input 

and output 

 Use logical 

reasoning to 

explain how 

some simple 

algorithms work 

and to detect 

and correct 

errors in 

algorithms and 

programs 

Y4  Save and retrieve work independently on the 
school network or a Cloud system like Purple 
Mash, using folders to organise work 

 Use a wide range of input devices fluently, 
such as keyboards, mice and/or touchscreens 

 Create, modify and present work to 
accomplish specific goals using a variety of 
software on a range of digital devices. 

 Evaluate their work and improve it, based on 
their own, and other people’s views. 

 Use technology to collect, present and 
interpret data, using a range of different 
graphs/charts. 

 Understands the opportunities computer networks offer for communication 

 Identifies a range of ways to report concerns about content 

 Recognises acceptable/unacceptable behaviour. 

 Explain how their online identity can be different to the identity they present in ‘real life’. 

 Knowing this, they can describe the right decisions about how they interact with others and how others perceive me. 

 Describe strategies for safe and fun experiences in a range of online social environments. Describe how others can find 
out information about me by looking online, 

 Explain ways that information about me could have been created, copied or shared by others 

 Identify online technologies where bullying might take place. 

 Describe ways people can be bullied.  

 Explain how content posted might affect others. 

 Analyse information and differentiate between ‘opinions’, ‘beliefs’ and ‘facts’.  

 They understand what criteria have to be met before something is a ‘fact’. 

 Explain why lots of people sharing the same opinions or beliefs online does not make those opinions or beliefs true. 

 Describe how to search for information within a wide group of technologies (e.g. Social media, image sites, video sites). 

 Describe some of the methods used to encourage people to buy things online (e.g. Advertising offers; in-app purchases, 
pop-ups) and can recognise some of these when they appear online. 

 Explain that some people they ‘meet online’ (e.g. through social media) may be computer programmes pretending to be 
real people. 

 Explain how using technology can distract them from other things they might do or should be doing. 

 Identify times or situations when they might need to limit the amount of time they use technology. 

 Suggest strategies to help me limit this time. 

To be delivered on an 
extra-curricular basis 
to targeted students. 

 

To end of KS2 

 

 Design, write 

and debug 

programs that 

accomplish 

specific goals, 

including 

controlling or 

simulating 

physical 

systems; solve 

problems by 

decomposing 

them into 
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 Explain what a strong password is. 

 Describe strategies for keeping my personal information private, depending on context.  

 Explain that others online can pretend to be me or other people, including my friends.  

 Suggest reasons why they might do this 

 Explain how internet use can be monitored. 

 When searching on the internet for content to use, explain why they need to consider who owns it and whether they have 
the right to reuse it, and give some simple examples 

smaller parts 

 Use sequence, 

selection, and 

repetition in 

programs; work 

with variables 

and various 

forms of input 

and output 

 Use logical 

reasoning to 

explain how 

some simple 

algorithms work 

and to detect 

and correct 

errors in 

algorithms and 

programs 

Y5  Understand the difference between cloud 
based saving and other programs, which need 
to be manually saved.  

 Use input devices fluently, such as keyboards, 
mice and/or touchscreens to navigate a 
system, using shortcuts on a keyboard (Ctrl + 
B, U, I, S, P)  

 Create, modify and present work with a 
combination of software to achieve a specific 
goal, using built in functions that help the user 
such as spellchecker, dictate, immersive 
reader  

 Evaluate their work and improve it, 
understanding how various forms of media 
e.g. photos, video and sound, can aid this.  

 Use a range of tools within computer based 
software to evaluate and analyse data i.e. 
sort, order and group in a database 

 Is discerning in evaluating digital content.  

 Understands the opportunities computer networks offer for collaboration. 

 Demonstrate responsible choices about my online identity, depending on context.  Explain how identity online can be 
copied, modified or altered. 

 Explain there are people they communicate online with who may want to do harm and it is not their fault. 

 Make positive contributions to online communities. 

 Describe communities they are involved with. 

 Describe ways that information about people online can be used by others to make judgments about an individual. 

 Search for information about an individual online. 

 Explain how to block abusive users. 

 Explain how they would report online bullying on the apps they use.  

 Describe the helpline services who can support them and what they would say 

 Use different search technologies 

 Evaluate digital content and can explain how they make choices from search results. 

 Explain key concepts including: data, information, fact, opinion, belief, true, false, valid, reliable and evidence. 

 Understand the difference between online misinformation (inaccurate information distributed by accident) and 
disinformation (inaccurate information deliberately distributed and intended to mislead). 

 Explain what is meant by ‘being sceptical’. Can give examples of when and why it is important to be ‘sceptical’. 

 Explain what is meant by a ‘hoax’. Explain why they need to think carefully before they forward anything online. 

 Explain why some information found online may not be honest, accurate or legal. 

To be delivered on an 
extra-curricular basis 
to targeted students. 

 

To end of KS2 

 

 Design, write 

and debug 

programs that 

accomplish 

specific goals, 

including 

controlling or 

simulating 

physical 

systems; solve 

problems by 
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 Explain why information that is on a large number of sites may still be inaccurate or untrue. Can assess how this might 
happen (e.g. the sharing of misinformation either by accident or on purpose). 

 Describe ways technology can affect healthy sleep and can describe some of the issues. 

 Describe some strategies, tips or advice to promote healthy sleep with regards to technology. 

 Create and use strong and secure passwords. 

 Explain how many free apps or services may read and share my private information (e.g. Friends, contacts, likes, images, 
videos, voice, messages, and geolocation) with others. 

 Explain how and why some apps may request or take payment for additional content (e.g. In-app purchases) and explain 
why they should seek permission from a trusted adult before purchasing. 

 Assess and justify when it is acceptable to use the work of others. 

 Give examples of content that is permitted to be reused. 
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Y6  Use search tools within a system to find saved 
work. Use input devices fluently, such as 
keyboards, mice, touchscreens and voice 
command to enter data in a system. 

 Create, modify and present content using a 
combination of software (including internet 
service) on a range of digital devices which 
solves problems, with a regard to audience, 
atmosphere and user needs.  

 Evaluate and refine their work, explaining 
their choices and the impact it has.  

 Use different functions within computer-
based software to present, evaluate and 
efficiently analyse data i.e. tables, charts, 
graphs and formula in a spreadsheet. 

 Can describe issues online that might make me or others feel sad, worried, uncomfortable or frightened. 

 Know and can give examples of how they might Get help, both on and offline. 

 Can explain why they should keep asking until they get the help they need. 

 Can challenge and explain why it is important to reject inappropriate messages about gender online. 

 Can identify messages about gender roles and make judgements based on them. 

 Can describe ways in which media can shape ideas about gender. 

 Understand my responsibilities for the well-being of others. 

 Explain how impulsive and rash communications online may cause problems. 

 Demonstrate how to support others online. 

 Explain how they are developing an online reputation 

 Describe ways to build a positive reputation. 

 Describe how to capture bullying content as evidence. 

 Identify a range of ways to report concerns about online bullying, 

 Use search technologies effectively. 

 Explain how search engines work and how results are selected and ranked. 

 Demonstrate the strategies they would apply to be discerning in evaluating digital content. 

 Describe how some online information can be opinion and can offer examples. 

 Explain how and why some people may present ‘opinions’ as ‘facts’.  

To be delivered on an 
extra-curricular basis 
to targeted students. 
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 Define the terms ‘influence’, ‘manipulation’ and ‘persuasion’ and explain how they might encounter these online (e.g. 
Advertising and ‘ad targeting’). 

 Demonstrate strategies to enable me to analyse and evaluate the validity of ‘facts’ and explain why using these strategies 
are important. 

 Identify, flag and report inappropriate content. 

 Describe common systems that regulate age-related content (e.g. Pegi, bbfc, parental warnings) and describe their 
purpose. 

 Assess and action different strategies to limit the impact of technology on my health (e.g. Nightshift mode, regular breaks, 
correct posture, sleep, diet and exercise). 

 Explain the importance of self-regulating my use of technology; demonstrate the strategies they use to do this (e.g. 
Monitoring my time online, avoiding accidents). 

 They use different passwords for a range of online services. 

 Describe effective strategies for managing those passwords (e.g. Password managers, acronyms, stories). 

 They know what to do if their password is lost or stolen. 

 Explain what app permissions are and can give some examples from the technology or services they use. 

 Describe simple ways to increase privacy on apps and services that provide privacy settings. 

 Describe ways in which some online content targets people to gain money or information illegally; describe strategies to 
help me identify such content (e.g. Scams, phishing).  

 Demonstrate the use of search tools to find and access online content which can be reused by others. 

 Demonstrate how to make references to and acknowledge sources they have used from the internet. 
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